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When we hit upon the magic com¬ 
bination of simplicity and challenge which 
keeps you coming bock to ploy Soko-Ban 
again and again, we knew we hod a 
game with moss appeal. It's thought- 
provoking, maddeningly addictive, and 
thoroughly fun for anyone from 5 years of 
age to 105. 

Your perspective is an overhead three- 
dimensional view of an area with various 
X rooms and corridors. Scattered throughout 
the area are containers which must be 
moved into a pre-determined area. Don't 
be too quick to scoff! It sounds so simple, 
but a well-planned strategy is the only way 
you will ever successfully complete your 
task. You must think through your next one, 
two, five or more moves to avoid an error. 
One wrong move can render the puzzle 
unsolvable. 

Work your way sequentially through 
the 50 predesigned levels' each increas¬ 
ingly difficult, or randpM|^elect levels \o' 
play. When you feet rec^y competent, 
challenge up to 3 ofror players in the 
competition mode. The edit mode allows 
you to create and save an additional 49 


.pole II Version 


levels, 
as v 


ihem as simple or as complex 


~oring is based on number of moves, 
*>rnber of pushes, time required to com- 
*p lete each game and points accumulated. 
* Top scores are automatically recorded and 
saved, but they can be erased. 

With Soko-Ban there is always the 
challenge to complete just one more level. 
And before you know it—you're hooked! 
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Introduction 

Welcome to SOKO-BAN. Sokoban is a strategy maze game 
which you’ll enjoy for years. 

Your mission in SOKO-BAN is to move boxes into pre¬ 
assigned storage areas within each maze. You, the ware¬ 
house foreman control the movements of a mechanical 
warehouseman. Walk him through each of the mazes. De¬ 
termine the best and quickest way of pushing all the boxes 
into the diamond storage areas. Don’t go too far though or 
you will box him into a corner. 

Fifty mazes are included for you to solve but you may create 
another forty nine mazes on your disk to improve your skills. 
Challenge your friends to a SOKOBAN tournament. Com¬ 
pete in the mazes you and your friends create and see if you 
can beat their scores. The number of moves you.make will 
decide if you are the master “SOKO-BAN” player. 

The Japanese have enjoyed this game for years, I know you 
will too. Good Luck. 


Key terms 


ACES 

A log is kept for all ninety nine levels. Each log lists the top 
three scores for that particular level. Scores are saved 
regardless of play in SINGLE or TOURNAMENT modes. To 
become an ACE, just earn one of the top three scores for the 
level and you will be immortalized. 


Page 6 


CLEAR SCORES 

A log of the top three scores are kept for each level. The 
CLEAR SCORES function erases the current high scores 
(ACES) on your disk. To erase the ACEs from the log, press 
the key (outlined in your reference card) when you are in the 
maze. 

EDIT CHOICE SCREEN 

Before you are eight boxes. Seven of the boxes represents 
the functions that will allow you to create new mazes. Those 
seven functions will take you to the EDIT PLAY SCREEN. 

We will describe each of the functions later under the EDIT 
mode section in this manual. 

EDIT PLAY SCREEN 

This screen is where you create maze levels fifty one to 
ninety nine. Placing wall sections, boxes, storage areas and 
the warehouseman are done here. You can only enter this 
screen through the EDIT CHOICE SCREEN. 

ELEVATOR 

The elevators are located in the lobby screen. They take 
you to any of the levels. To use the either elevator, employ 
the joystick or keyboard as the reference card suggests. 

ESCAPE 

Exit from the maze screen both in SINGLE PLAY and 
TOURNAMENT PLAY and from the EDIT maze screen by 
using the ESCAPE key. Check your reference card for the 
proper key. 
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LEVEL 


Each maze is considered one level. We start you off with 
fifty different levels numbered 1 to 50, all of them solvable. 
We also provide you with forty nine additional levels in which 
you may create mazes on your own. They are numbered 51 
to 99. You can change any one of the upper forty nine levels 
at any time. Accordingly, there are ninety nine levels of play. 

LOBBY 

The lobby is the screen from which you will enter PLAY or 
EDIT modes or exit to the system. Travel to the two modes 
via the elevators and exit the program from the door on the 
left. 

PAUSE 

PAUSE stops the timer and displays your game status. 
PAUSEing will cause the PAUSE SCREEN to be displayed. 

PAUSE SCREEN 

The PAUSE SCREEN shows your current status. This 
screen is accessible from both SINGLE PLAY and TOUR¬ 
NAMENT. It displays the number of moves, the number of 
pushes, the time elapsed during play as well as the ACES 
log. Each item is located in different windows. All windows 
are non-active except for the ACEs window. In this window, 
you may save a SINGLE PLAY game. This will be dis¬ 
cussed in the SINGLE PLAY section in this manual. 
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PLAYER CHOICE SCREEN 


The PLAYER CHOICE SCREEN follows the entrance into 
the PLAY elevator. At this screen, you enter your name or 
names of the players. The number of names determines 
whether you will play in the SINGLE player option or the 
TOURNAMENT option. The only way to continue from this 
screen is by either entering a name or names or by pressing 
the FIRE/RETURN to go to saved game. 

RESET 

The RESET allows you to start the maze play over. Your 
score, moves and pushes will be cleared; however, the time 
played may remain depending upon whether you are in 
SINGLE PLAY or TOURNAMENT PLAY. In SINGLE PLAY, 
your accumulated time will be reset but in TOURNAMENT 
PLAY, you will continue play with your TIME SLICE. 

TIME SLICE 

TIME SLICE is only used in TOURNAMENT PLAY. It is a 
time period for each player to finish the selected maze or 
mazes. If a player does not finish these mazes then the next 
player receives his opportunity to play. This will continue 
until one player finishes the tournament and the remaining 
players are given an equal number of TIME SLICES to com¬ 
plete the tournament mazes. 

All players receive the same number of TIME SLICES to 
complete the selected mazes. For instance, if Player A has 
finished all the mazes then the other player or players only 
have that particular TIME SLICE to complete the tournament 
mazes. Any players preceding Player A will not receive 
another TIME SLICE as they have completed the same 
amount of TIME SLICES as Player A. 
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TOURNAMENT BOARD 


The TOURNAMENT BOARD is displayed after a player 
completes a maze in the tournament or after a TIME SLICE 
has run out. This board lists the players names, the number 
of levels completed, the current level they are on and num¬ 
ber of points earned. From this screen, any player may 
chose to continue the tournament, quit the tournament or 
save the tournament at that point. 

TOURNAMENT SELECTION SCREEN 

The TOURNAMENT SELECTION SCREEN is where you will 
chose the level or levels you and your friends will compete 
at. Ninety nine levels are displayed for the choosing. How¬ 
ever, the program will only allow you to pick levels that have 
been tested solvable in the EDIT mode. (This does not 
apply to levels 1 to 50 as we have tested them for you.) 

UNDO 

The UNDO feature allows you to go back one move. It is 
used for mistake moves. For instance, you have instructed 
your warehouseman to push a box into a corner. UNDO will 
move your warehouseman back one move and if the move 
included a box push, the box will be moved back also. But 
be warned, the last move you make may not be the mistake 
move you want to correct and the UNDO will not save you. 
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Rules for game play 


Load SOKOBAN as your reference card suggests. After you 
have loaded the game and have the title screen visible, 
press FIRE/RETURN to start the game. Wait for the loading 
sequence to complete and the program will return with you in 
the lobby screen. At this time, chose PLAYing the mazes, 
EDITing anyone of the upper forty nine mazes or EXITing 
back to the system. But before we start PLAY, and explain 
some rules. 

There are several features in this game which will make play 
much easier. All you need to remember is: 

Use the keyboard for getting you through the PLAYER 
SELECTION SCREEN. 

The joystick will mirror the direction to which you push. If 
you push forward on the joystick, the program will move the 
warehouseman or his arm up the screen. If you pull back, 
the program will move him or the arm downward on the 
screen. If you push the joystick left or right the warehouse¬ 
man or his arm, will move left or right respectively. 

The joystick or the keyboard can be used in the elevators 
and in the mazes. See your reference card for use of the 
other proper keys. 

Use the “U” key” to UNDO a move. 

Use the “P” key to PAUSE the game. 

RESET the maze if you have boxed yourself into a position 
in which you cannot solve the maze even with using an 
UNDO. 

ESCAPE from a maze if you wish to go to another maze or 
return to the LOBBY. 
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Game Play 


Choosing SINGLE PLAY or TOURNAMENT PLAY 
Now, let’s play SOKOBAN. 



When you are in the LOBBY, the warehouseman should 
already be positioned in front of the right elevator. This 
elevator door is your portal to playing SOKOBAN. Press 
FIRE/RETURN to enter the elevator. You are now in the 
PLAYER CHOICE SCREEN. To get to the SINGLE 
PLAYER mode, type in your name and press FIRE/RE¬ 
TURN. (Note, that the player number 1 symbol was high¬ 
lighted until you pressed FIRE/RETURN, then the number 2 
player symbol became highlighted). Press RETURN again at 
player number 2. 

At this time you will see the inside of the elevator. Select 
the level you wish to play by moving the warehouseman’s 
arm to the number you wish for the first digit. Press FIRE/ 
RETURN and then select the next digit. If the one or two 
digit number is the level you desire, then press the approval 
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button on the elevator panel. (See your reference card for 
the approval key.) 

After confirming your selection, the level indicator in the 
elevator will scroll toward the level you desire to play. Upon 
reaching the level, you will be switched from a behind the 
shoulder view to an offset overhead perspective. The maze 
shows the whole level: the obstacles, the boxes, the walls 
and the storage area or areas. Now before we describe how 
to play, let’s take a look at how to load a tournament. 

The only difference in picking SINGLE PLAY versus TOUR¬ 
NAMENT PLAY is typing in a second name. When the 
number 2 warehouseman is highlighted at the PLAYER 
CHOICE SCREEN, type in a second name. Of course, you 
may wish to include more than one friend in your tourna¬ 
ment, so we have allowed an additional two friends to com¬ 
pete in the tournament. That means four players may play 
any one maze or any one series of mazes to see who may 
be the top SOKOBAN foreman. (Additional choices still 
have to be made before playing in a tournament but that will 
be discussed under the Tournament Play section.) 
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Single player play 


To play SOKOBAN you must have patience and the willing¬ 
ness to analyze what might be a trivial puzzle. Looking 
down from your lofty position, you direct your mechanical 



warehouseman on where to move, which boxes to push and 
what direction to push the boxes. Unfortunately, the me¬ 
chanical warehouseman you direct is a 1984 model and can 
only move in a forward motion. It can turn; however, it can 
not pull. It is your duty to instruct the warehouseman to 
move the boxes scattered about the level to the storage 
areas. The storage areas are designated by a diamond 
shape. It does not matter which of them are placed in a stor¬ 
age area just as long as you are able to instruct the ware¬ 
houseman to place all the boxes into all the storage areas. 

If you somehow make a mistake in directing the warehouse¬ 
man in his task, use the UNDO feature. You will backup one 
move If you determine that the mistake preceded the last 
move, use the RESET feature. It resets the maze to the 
original position as if you had just stepped off the elevator for 
the first time. 
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We understand that you will sometimes need a break from 
the intense supervising of your warehouseman, so we also 
have provided an opportunity for you to take a break. Use 
the PAUSE feature to hold the position in PLAY. We don’t 
want to punish you for your legitimate needs to stop play. 


Saving and loading 



To save your position in the maze screen, press the PAUSE 
key and the PAUSE SCREEN will appear. Your left and 
right direction key as well as your joystick control will help 
you in this cause. Highlight the “save” box and when you 
press the FIRE/RETURN. You just saved your 
warehouseman’s position in the maze as well as the level 
that you are attempting to complete. 


To return to the saved game (only one saved game is al¬ 
lowed for the SINGLE PLAYER option), press the FIRE/RE¬ 
TURN as soon as you are in the PLAYER CHOICE 
SCREEN and the number 1 warehouseman symbol is high¬ 
lighted. The SINGLE box should now be highlighted. If not, 
highlight the “single” box. You should then press FIRE/ 
RETURN. You are returned to the level you were playing. 
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Ace 


To become an ACE, you need to have one of the top three 
scores for the level you are playing. After completing a 
maze, the program compares your score to the existing top 
three scores for that level. If your score is indeed one of the 
top three scores, then the lowest of the previous scores will 
be dropped and your score will be place in the ACEs log ac¬ 
cordingly. In instances of a tie score, then the player who 
first achieved that score will retain the honors of being an 
ACE for that level. 

If you wish to CLEAR the scores, we have provided a way to 
wipe clean the ACE scores from memory as well as the disk. 
Bear in mind that only one level’s log is cleared. (See your 
reference card for the CLEAR key.) 


Tournament play 



To enter the tournament, we first said that you must type in 
at least two names at the PLAYER CHOICE SCREEN. 
From that point you will have to make some other choices. 
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After the last name, press RETURN. Highlight the “TOUR¬ 
NAMENT” box and press FIRE/RETURN. If you made a 
mistake in typing, highlight the the cancel box and press 
FIRE/RETURN. 

Let’s proceeding with the tournament choices. After select¬ 
ing game play, the time box in the lower right window is 
highlighted. Set your TIME SLICE from 1 to 20 minutes. 
Next, is the TOURNAMENT SELECTION SCREEN which 
displays a table of numbers. These numbers represents the 
levels. Chose any number of levels to play. When satisfied, 
with the selection, press your ESCAPE key. Now look 
toward the bottom of the screen. 

You will then find that one of the boxes on the bottom of the 
screen is highlighted. Pressing FIRE/RETURN when ‘OK” is 
highlighted means that you will play the mazes you selected. 
Choosing “CANCEL” will unselect your maze choices and 
prompt you to pick them again. ‘ALL LEVELS’ will take you 
through the first fifty mazes as well as the successfully 
tested mazes above fifty. Now, let’s move on to playing the 
tournament. 

Play 

Play in the tournament mode is much like that of SINGLE 
PLAY. You must direct your warehouseman to move the 
boxes to the storage area. The difference is that each player 
can only play one TIME SLICE at a time. When a TIME 
SLICE is over, it is the next player’s turn. This sequence 
continues until a player solves all tournament level. The 
remaining players in the phase may play and finish the 
tournament as well but only in the allowable TIME SLICE 
period. 
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Saving and loading 



Saving in TOURNAMENT PLAY only differs slightly from 
SINGLE PLAY. To save a tournament you must wait until 
the TOURNAMENT BOARD is shown. To save the game, 
highlight the box that says ‘save’ and press FIRE/RETURN. 
Remember, just like SINGLE PLAY, you may only save one 
game. Therefore, only the last tournament saved is kept on 
the disk. 

To load the saved tournament, press FIRE/RETURN at the 
PLAYER CHOICE SCREEN. Next, highlight the Tourna¬ 
ment” box in the upper right window. When you select that 
box you will be taken to the TOURNAMENT BOARD. From 
that point, you will continue the tournament. 


Editing 


Now that we’ve finished explaining how to play SOKOBAN, 
we need to fill you in on the other half of the game, maze 
editing. 

To edit a maze, you must enter through the left elevator from 
the LOBBY. You may only edit levels fifty one to ninety nine. 
The first fifty are locked and cannot be edited. 


After moving your warehouseman in front of the left elevator 
and pressing FIRE/RETURN, you will be taken to the EDIT 
CHOICE SCREEN. 



There, you will see eight different windows representing 
eight different functions. The Wall window is the default and 
will be highlighted every time you enter the editing of a 
maze. To enter any of the functions, use the keyboard or 
joystick to move the window highlighted and press FIRE/RE¬ 
TURN. To exit any of the functions except ‘ELEVATOR’, 
use the ESCAPE key. 
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Walls 


Placement of the wall sections is very important to creating a 
good maze. The wall sections ring your play field and es¬ 
sentially limit how many boxes and storages you can place 
in the maze. Wall sections can also be used as obstacles. 

To place wall sections in your maze, highlight the Walls 
window and press FIRE/RETURN. Use the dotted box 
which is displayed as your cursor. By pressing FIRE/RE¬ 
TURN, you can place a wall section beneath the dotted box. 
Pressing FIRE/RETURN again will make the wall disappear. 

If the space you have moved the dotted box to is occupied 
by another item, by pressing FIRE/RETURN you will replace 
that item with a wall section. 

Boxes 

Boxes are placed on the screen the same way as the walls. 
Move the dotted box around the screen and press FIRE/ 
RETURN when you wish to place a box or remove a box. 
Remember that it is not useful to place boxes outside of the 
maze boundaries because you cannot maneuver your ware¬ 
houseman outside the maze. 

Placing boxes may be done after the initial placement of wall 
sections. 

Storage Areas 

The Storage Areas are the last items you will have to place 
in the maze. Placement and removal of the Storage Areas is 
exactly like that of the wall sections or boxes. 

Remember to place an equal number of storage areas and 
boxes in the maze. If the number of boxes do not match the 
number of storage areas, no player can complete the maze. 
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Testing 

Testing is the last phase in the creation of a maze level. 
Because the upper forty nine levels start out without any 
mazes, you need assurance that they can be solved. The 
TEST function allows you to do this. 

After placing all the walls, boxes and storage areas that you 
desire onto the screen, move the dotted box to the position 
where the warehouseman is to start from. By ESCAPE ing 
to the EDIT CHOICE SCREEN, you have chosen the start¬ 
ing position for the warehouseman. 

In the EDIT CHOICE SCREEN, select the test function. You 
will then have to play the maze as if you were in the PLAY 
MODE. Upon a successful test, you will be prompted to 
save the maze. If you decide to save now, this wil make this 
maze playable. 

An untested maze may only be accessed from the EDIT 
MODE. Successfully tested mazes may be accessed from 
both the EDIT and PLAY modes. 

Copying 

Copying allows you create mazes faster. You can copy any 
one of the levels already saved on disk, regardless of its 
completeness. Choose the ‘COPY’ window and press FIRE/ 
RETURN. Use the up and down direction keys or the up 
and down movements on the joystick to select the level you 
wish to copy. The side to side direction keys as well as the 
sideways joystick motion will allow you to highlight either 
cancel or accept. Press FIRE/RETURN to complete your 
selection. If accepted, you will be taken to the EDIT PLAY 
SCREEN with the copied maze to continue editing the maze 
as you wish. 
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Saving 


As you will continually want to refine your maze, you’ll need 
to save it from time to time. After successfully testing a 
maze, it is wise to save it because saved mazes may only be 
accessed in EDIT MODE. Successfully tested mazes can 
also be accessed in PLAY mode. 

Erasing 

If you have created a mess in the EDIT PLAY SCREEN and 
want to clear it, use the ERASE function. Regardless of 
where walls, boxes or storage areas are placed on the 
screen, the ERASE function will wipe it from memory. It will 
also wipe the existing ACE log from memory and in combi¬ 
nation with the SAVE function, you can clean up any of the 
upper forty nine levels. 
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Scoring system 


A score is calculated for each and every game played. It is 
based upon the number of boxes you are able to place in the 
storage areas. Five thousand points are awarded for finish¬ 
ing the maze and each box placed in a storage area earns 
another one hundred points. Be careful though, ten points 
are subtracted for every eight pushes. You can see that 
efficiency is rewarded. 

In SINGLE PLAY, you can take your time and continually 
retry the mazes. However, in TOURNAMENT PLAY, you will 
only have only the limited amount of TIME SLICES to use. 
Usually only the winning player has a chance to become an 
ACE. Therefore, perfecting your maze play is to your advan¬ 
tage. 


Exiting 

To exit the game, move the warehouseman to the left door. 
Press FIRE/RETURN and the program will take you to the 
system. 


From the staff of Spectrum HoloByte, 

We hope you enjoy Soko-Ban as much as we do! 
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Spectrum HoloByte™ Ninety-Day Limited Warranty 


To the original purchaser only, Spectrum HoloByte warrants the magnetic diskette 
on which this software product is recorded to be free from defects in materials and 
faulty workmanship under normal use for a period of ninety days from the date of 
purchase. If during this ninety-day period the diskette should become defective, it 
may be returned to Spectrum HoloByte for a replacement without charge, provided 
you have previously sent in your Warranty Registration Card to Spectrum HoloByte 
or send proof of purchase of the program. 

Your sole and exclusive remedy in the event of a defect is expressly limited to 
replacement of the diskette as provided above. If failure of a diskette has resulted 
from accident, abuse or neglect, Spectrum HoloByte shall have no responsibility to 
replace the diskette under the terms of this limited warranty. 

If the diskette should fail after the original ninety-day limited warranty period has 
expired, you may return the diskette to Spectrum HoloByte at the address noted 
below, accompanied by a check or money order for the applicable replacement fee 
as outlined on the Warranty Registration Card, a brief statement describing the 
defect, and your return address. Spectrum HoloByte will replace the diskette 
provided that you have previously returned your Warranty Registration Card to 
Spectrum HoloByte, and the diskette retains the original product label. 

ANY IMPLIED WARRANTIES RELATING TO THE DISKETTE, INCLUDING ANY 
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PAR¬ 
TICULAR PURPOSE, ARE LIMITED TO A PERIOD OF NINETY DAYS FROM 
DATE OF PURCHASE. PUBLISHER SHALL NOT BE LIABLE FOR INDIRECT, 
SPECIAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM THE USE OF 
THIS PRODUCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR 
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE 
ABOVE LIMITATIONS MIGHT NOT APPLY TO YOU. THIS WARRANTY GIVES 
YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY ALSO HAVE OTHER RIGHTS 
WHICH VARY FROM STATE TO STATE. 

Spectrum HoloByte ™ 
division of Sphere, Inc. 

2061 Challenger Drive 
Alameda, CA 94501 
(415) 522-3584 








Spectrum HoloByte™ Software License Agreement 

THE ENCLOSED SOFTWARE PROGRAM IS LICENSED BY SPECTRUM HOLO¬ 
BYTE™ TO CUSTOMERS FOR THEIR USE ONLY ON THE TERMS SET FORTH 
BELOW. USING THE ENCLOSED DISKETTE INDICATES YOUR ACCEPTANCE 
OF THESE TERMS. 

Spectrum HoloByte hereby grants you a non-exclusive license to use the enclosed 
software and manual subject to the terms and restrictions set forth in this Software 
License Agreement. 

This manual and the software accompanying it are copyrighted, with all rights 
reserved. You may not copy or otherwise reproduce any part of the software or the 
manual, except that you may load the software into a computer as an essential step 
in executing the software on the computer. The original and any back-up copies of 
the software and the manual are to be used only in connection with a single computer. 
You may physically transfer the software from one computer to another, provided 
that the software is used in connection with only one computer at a time. You may 
nottransfer the software electronically from onecomputerto another over a network. 
You may not distribute copies of the software or the manual to others. YOU MAY 
NOT USE, COPY, MODIFY, TRANSFER, SUBLICENSE, RENT, LEASE, CON¬ 
VEY, TRANSLATE, CONVERT TO ANY PROGRAMMING LANGUAGE OR FOR¬ 
MAT OR DECOMPILE OR DISASSEMBLE THE SOFTWARE OR ANY COPY, 
MODIFICATION OR MERGED PORTION, IN WHOLE OR IN PART, EXCEPT AS 
EXPRESSLY PROVIDED FOR IN THIS LICENSE. 


Spectrum HoloByte ™ 

a division of Sphere, Inc. 

2061 Challenger Drive 
Alameda, CA 94501 


SOKO-BAN REFERENCE CARD FOR THE APPLE® ne , lie, & nos® 


LOADING SOKO-BAN 

1. Insert the SOKO-BAN game disk (with SIDE 1 up) into Drive A. 

2. Turn on your computer. 

3. At the Title screen, press Fire/RETURN to go into the LOBBY. From there, you can 
choose the PLAY or EDIT modes. 


JOYSTICK INSTRUCTIONS 

If you’re using a joystick, use the four basic directions to control the warehouseman’s 
actions and the direction of his movements. When making choices from the various 
screens (e.g., Select Levels, Edit Choice , etc.), move the highlighting with the joystick. 
Use the Fire button to perform the same functions as pressing the RETURN key on the 
keyboard. (However, on the Player Choice screen you have to use the RETURN key to 
accept the name you type on the keyboard.) 


KEY FUNCTIONS 

DIRECTION KEYS—The four direction keys control the warehouseman’s movements. 
They move him up, down, left, or right, depending on which key you press. (In the 
elevator, the direction keys also move his hands.) Use the direction keys to move the 
highlighting from one box to another on the various selection screens. If you don’t have 
direction keys, use the following keys on your keyboard: I for UP; L for RIGHT; K for 
DOWN; and/for LEFT. 

RETURN—Enters a selection. 

A—This is the “Approval” key. It's used in the elevator to accept the level. 

ESCAPE [ESC]—This key gets you out of a maze. It’s also used to move between 
sections on some screens or from one screen to another. For example, in EDIT mode, 
ESCAPE moves from the “construction” screen back to the Edit Choice screen. 

0-9 KEYS—Press to select the floor level when in the elevator. 

CONTROL-C—Resets the maze. 

CONTROL-S—Toggles game sounds on and off. 

CONTROL-E—Clears the hi-score information for the current maze. 

P—Pauses the game during play. 

U—Undoes the last move in a maze. 


(over) 







GAME MODES 


There are two game modes in SOKO-BAN: PLAY and EDIT. To choose the PLAY mode, 
press Fire/RETURN when the warehouseman stands in front of the right-hand elevator 
door. To choose the EDLT mode, press Fire/RETURN when he's in front of the left-hand 
elevator door. 

There are two options within the PLAY mode: SLNGLE-PLAYER and TOURNAMENT. 
Enter PLAY mode to practice your skills as a single player or to compete with others in a 
tournament. Enter EDIT mode to create your own mazes at level 51 and higher. Any 
level created (and saved) in EDLT mode can then be used in PLAY mode. 


SCREENS 

Familiarize yourself with the following screens, because they are an integral part of the 
game: 

LOBBY—From here you enter the game modes. You come back to the lobby when you 
exit from the PLAY or EDLT modes. You also exit SOKO-BAN from this screen. 

PLAYER CHOICE—This is the first screen to appear in PLAY mode. Here you decide 
on the SLNGLE-PLAYER or TOURNAMENT option, type in the players* names, and 
determine the time slice for tournament play. You may also load a saved game or 
tournament from here. 

SELECT LEVELS—At this screen, you select the levels you want to play in the TOUR¬ 
NAMENT option. 

ELEVATORS—From here, you select the floor levels you want to play or edit. You also 
return to the lobby from this screen. 

TOURNAMENT BOARD—This screen shows the progress of the present tournament. 

PAUSE—When you pause the game, this screen shows the current score, the “Aces” 
score, the best times, and the number of moves and pushes. 

MAZE—This is the play screen. 

EDIT CHOICE—Choose elements you’ll need to build your own mazes by selecting 
icons from this screen. 


EXITING SOKO-BAN 

Leave the game from the LOBBY. Move the warehouseman in front of the door marked 
EXIT and press Fire/RETURN. You can now re-boot. 


Apple and IIgs are registered trademarks of Apple Computer, Inc. Soko-Ban is a trademark 
licensed to SPHERE, Inc. from ASCII Corporation. 







Please Print: 

Name: __Phone: ( )_ 

Address:__.City:_ 

State/Country___ Zip:_ 

Product Name:___ 

Computer: ApplellQ Atari STQ C64Q IBM □ Macintosh □Other: 

Version #:_ Serial #:___ 

Purchase Date:_ Store:_ 

Purchase Price:_ 

Your Profession:___Age:_$ex:__ 

Income Range: 

□ $16 - 24K □ $25 - 34K □ $35 - 50k D$50k + 

Where did you hear about our product? 

Cl Magazine - Which periodical:_ 

Q Store D Friend CH Other:_ 

What similiar products do you plan to purchase in the next 12 months? 

What future products would you like to see from us?_ 


Read the Registration Notice below and sign on the next line. 

Signature:_ 

Cut on dotted line. 


PRODUCT REGISTRATION - LIMITED WARRANTY 

I understand that the materials in this package are copyrighted and that 
copying (except for personal archives), modifying or transferring the 
materials (except where stated otherwise in the enclosed instructions) is 
prohibited and a violation of the copyright law. 

If you fill out this product registration card and return it to us, you are 
covered by our warranty. If your disk should fail within 90 days due 
to manufacturing defects, return it directly to us for a free replace¬ 
ment. After 90 days (or if the disk was damaged through user or 
machine error), return the disk to us and enclose $7.50 for the 51/4" 
floppy disk, or $10.00 for the 3 1/2" floppy. We’re sorry, but without 
this card we will not be able to cover you with our warranty. (Please 
make a photocopy for your records and return the original card to us.) 



























RETURN TO: 


Place Stamp 
Here 


Spectrum HoloByte™ 
2061 Challenger Drive 
Alameda, CA 94501 


Spectrum HoloByte™ program disks have copy protection that does not allow you to 
copy the program over to a back-up disk. We allow our registered product owners to 
purchase a back-up disk in either 5 1/4" or 3 1/2" formats. ($7.50 for a 5 1/4" floppy disk 
or $ 10.00 for a 3 1/2" floppy) To order a back-up disk or any of our fine products, please 
follow the instructions listed below. For complete product orders, include $3.00 (per 
title) for shipping up to a $5.00 maximum shipping charge per order. 

To order by mail: PRINT your name, complete address, and telephone number 
(including area code), on a separate piece of paper, along with a description of the 
product (please be sure to state the machine version), quantity desired, and size if 
ordering a T-shirt. Enclose a check, money order or your Visa or Mastercard number 
(including expiration date) for the exact amount, and mail to Spectrum HoloByte, 2061 
Challenger Drive, Alameda, CA 94501. 

To order by phone: (Visa or Mastercard only) call: (415) 522-0107. 

For overseas orders: please write to us at the above address for overseas shipping 
charges, or call the number listed above. 
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Falcon 

The F-16 Fighter Simulation. IBM/ 
Tandy 1000 and Macintosh 


The Soviet Challenge. IBM, Apple 
Macintosh, Macintosh II, and C-64 


Action Strategy Game. 
IBM, Apple II, and C-64 


Torpedo Boat 
Simulation. Macintosh 


Adventure. Apple ll/IIGS and C-64 


Collection of Solitaire games. IBM/Tandy 1000, 
Macintosh, and Macintosh II 


KTMFIHE 

Receive one of the following titles from Spectrum HoloByte. 



Lunar Explorer 

Lunar Landing Vehicle Simulation. Apple II 


Survival Simulation. IBM Mystery Thriller, 

and Apple II Apple II and C-64 


Orbiter 

Space Shuttle Simulation. IBM and Macintosh 


TellStar 

Astronomy Program. IBM, Apple II, 
and Macintosh 


Graphics/Paint Program. IBM 


IT'S THE BEST DEAL AROUND! Buy one of Spectrum HoloByte's hottest titles from 
your local dealer between Aug. 1 and Oct. 31,1988, and we'll send you another product 
of your choice absolutely FREE! 

YOUR CHOICES TO PURCHASE ARE: FALCON, 

TETRIS, PT-109, SOKO-BAN, SOLITAIRE ROYALE, 

OR DONDRA. 

Here'S how it works. To redeem your free software 
simply complete either the coupon in this ad or one products are trademarks of their respective holders. 


Spectrum HoloByte 

A Division of SPHERE, INC. 

2061 Challenger Drive • Alameda, CA 94501 


from your local retailer; mail it along with proofs of purchase and $4 (per free 
product) for shipping and handling. If our product is unavailable locally, call us direct at 
415-522-0107. Tell us what product you wish to buy 
and which product you want FREE. We accept either 
Visa or MasterCard. 


YOUR FREE PRODUCT CHOICES ARE: ORBITER, 
INTRIGUE, LUNAR EXPLORER, TELLSTAR, 
WILDERNESS, OR ART STUDIO. 


Mail-In 

Coupon 


Please send my free software to the following address. Enclosed are required proofs of purchase (specified below) and $4 (U.S. funds) per free product for shipping and 
handling. Check or money order should be made payable to Spectrum HoloByte. 


Name_ 

Address . 


. □ VISA □ MasterCard . 


. City. 


. State . 


. Exp. Date . 
-Zip . 


My free software choice_ ; _Computer format I wish to receive_ 

Signature__4--- 

PROOF OF PURCHASE REQUIREMENTS: Send the following original items: (1) the dated cash register tape or sales receipt showing the product purchased, and (2) the actual UPC 
label located on the lower right corner of package back. (Cut the label off.) 

Mail to: Spectrum HoloByte, BUY 1, GET 1 FREE, 2061 Challenger Drive, Alameda, CA 94501. Only valid requests postmarked by Nov. 1,1988, will be honored. Allow 3-6 weeks for delivery. 
















